This deck is for internal use to the disclosed recipient only; this is not a license to 
distribute or in any way publish any supplied material. 


If you are media, please contact EEDAR PR ( pr@eedar.com ) for permission to 
publish excerpts of any material included in this .pdf. 

The data here is macro trending data; individual genres, platforms, brands, etc. 
often perform differently than an amalgamation of all industry games. If you 
have questions about how games like "your game" perform, please reach out to 
us at EEDAR ( info@eedar.com ) - game industry research is what we do. 
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15 , 000 + Objectively Quantifiable Attributes of Video Games 

(Retail and Digital) 
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About EEDAR 

• Founded in 2006 

• Based in Carlsbad w/ 60 Employees 

• Exclusively Servicing the Video Game Industry 

• Over a Dozen Industry Data Partners 

• Servicing 20 of the top 20 Publishers and >50 Development Studios 

EEDAR Data 

• 119,000+ Products (Games, Accessories, Hardware) Observed To Date 

• 135,000,000+ Data Points 
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Fads: Music & Rhythm Games 


Music & Rhythm Genre Games Released by Year 

All 6 th , 7 th and 8 th Generation Console, Handheld and PC Distinct Titles in the U.S.A. 
70 



Source: EEDAR 
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Fads: Music & Rhythm Games 
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B th Generation 


We are at the start of the as well as the middle 

of game consoles of a in 

and the beginning of what could be the new and 

generation of gaming hardware methodologies 
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Who Games? 


% of American homes with a video game console 



Source: ESA 
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Who Games? 


Gaming Population in the USA 



Source: ESA 
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Hardware Sales 


Platform Sales Worldwide 

Through December, 2013 
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Mobile Gamers 


Mobile Gamers 

[Active SmartPhone/Tablet Gamers][North America] 
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Source: EEDAR Mobile Report 2013 
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Who Games? 


Average Age of Gamers 
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Source: ESA 
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Who Games? 


Gamer Age Groupings 
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Who Games? 


Age of Gamers 



Under 18 ■ 18 to 35 ■ 36+ 

Source: ESA 
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Who Games? 



Non-Payers 


Moderate Payers Heavy Payers All Mobile Gamers 

Source: EEDAR Mobile Report 2013 
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Who Games? 


Gender of Game Players 
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Who Games? 


Gender of Gamers 



■ Male ■ Female 

Source: ESA 
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Who Games? 


Gender by Mobile Spending Segment in North America 

Of users that indicated they engage in daily mobile gaming activities 
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Source: EEDAR Mobile Report 2013 
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C HAN G ES 


Adult women 

now represent a portion 

of the game-playing population (31%) 

than (19%). 
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Consumers 


THE 'GAMERS' OF TODAY ARE 
ENTERTAINMENT CONSUMERS 
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Gaming Time 
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Weekly Gaming Timeshare by Mobile Spending Segment 

[NA Mobile Gamers][Hours Per Week] 
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Gaming Time 


The "whales" of mobile 
consist primarily of people 
who are already 
used to paying money for games 


Source: EEDAR Mobile Report 2013 
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Who Games? 


% of Gamers That Play Games with Other Gamers "In-Person" 



Source: ESA 
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□ □operative Play 


Prevalence of Co-Op 

Retail Console Platform Titles, USA 
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□ □operative Play 


Prevalence of Co-Op by Genre 

[PS3, Wii & 360] [Retail Titles] [USA] 
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Multiplayer Support 
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Multiplayer: Mobile 


Multiplayer Engagement by Mobile Spending Segment 
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Multiplayer: Mobile 
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Multiplayer: Mobile 
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Multiplayer Engagement by [Player's Favorite Genre Categories] 
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Multiplayer: Mobile 
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Preferred Multiplayer Partner/Opponents for Mobile Gamers 

by [Mobile Spending Segment] 
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Source: EEDAR Mobile Report 2013 
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Random User ■ Acquaintance ■ Family Member ■ Friend 


US Video Game Sales 

Billions of Dollars 



Source: The NPD Group 
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A Renaissance 


This has led to a Renaissance in game creation... 
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Release Quantities 

Retail Console, Handheld & PC Platform Title Releases in the USA 
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45,000 


Quantity of iPhone games released per year 
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7,000 


Quantity of "Ranked" iPhone Games Released per Year 


6,000 

5.000 

4.000 

3.000 

2.000 

1,000 

0 


2008 



2009 2010 2011 2012 2013 

Source: EEDAR 


CDNTEXT IS EVERYTHING 


3.000 

2.500 

2.000 

1.500 

1,000 

500 


Release Quantities 

Retail & Digital Console, Handheld & PC Platform Title Releases in the USA 



2002 2003 2004 2005 2006 2007 2008 2009 2010 2011 2012 2013 

Source: EEDAR 


CDNTEXT IS EVERYTHING 


9.000 

8.000 

7.000 

6.000 

5.000 

4.000 

3.000 

2.000 

1,000 

0 


Release Quantities 

Retail & Digital Console, Handheld, PC & iOS Platform Title Releases in the USA 



2002 2003 2004 2005 2006 2007 2008 2009 2010 2011 2012 2013 

Source: EEDAR 


CDNTEXT IS EVERYTHING 



Change in Release Count from Previous Gen 
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Millions 
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Millions 
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Sales Curve 


All [PlayStation 3 and Xbox 360] [Shooter] Games 

Average [Unit Sales] of [U.S.] [Retail] Games; [Nov 2005] to [Dec 2010] 
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Sales Curve 


Frontloading of Sales by Core Genres over Time 

[Genres: Action, Fighting, RPG, Shooter, Strategy] [USA] [% of Total 9 Month Unit Sales] 
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Sales Curve 


Frontloading of Sales by Core Genres over Time 

[Genres: Action, Fighting, RPG, Shooter, Strategy] [USA] [% of Total 9 Month Unit Sales] 
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G □ i n g Big 


Go B G or Go Home 
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MOBILE SPEND PER MONTH ($) 


Monetizing Mobile 
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45% of mobile gamers 
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HEAVY PAYERS (WHALES) 

5% of mobile gamers 
Spend >$10 per month 
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Monetizing Mobile 
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Mobile Gamers Revenue Breakdown 

[Active SP/Tablet Gamers] [North America] 
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Mobile Devices 


Reason Mobile Gamers Play Mobile Games 

Smartphone vs. Tablet 


Pass Time While Waiting 
Take a Quick Break From Other Activities 
To Use Mobile Device as a Second Screen 

To Relax 

Ability to Play Games on a Multipurpose Device 
Way to Connect with Friends/Family 
To Solve Challenges or Express Creativity 
Mobile Games are Easier than Other Games 

Fun Input Methods 
Playing Multiplayer with Other People 
Low Priced Games 
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Mobile Devices 


Locations Mobile Gamers Play Mobile Games 

SmartPhone vs. Tablet 


Home (Other than Bedrom or Bathroom) 
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D I S C □ VE RY 


Sources Mobile Gamers Use to Discover Mobile Games 


Word of Mouth 
Saw Another Person 
Featured Apps in Storefront 
Top Charts in Storefront 
Facebook Post by a Friend 
Facebook Invite 
Banner Ads in Other Apps 
Facebook Advertisement 
Mobile Gaming Websites 
Mobile Game Discovery App 
Traditional Gaming Website 
Video Service 
Text Message Invite 
Currency Offer in an App 
Another Social Network 
Mainstream Media 
Twitter Post 
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Heavy Sharers vs. All Mobile Gamers 
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Discovery - Sharing 


Breakdown of Mobile Gaming Sharing Activities 


Tell Friends about the Game Verbally 
Show Friends Gameplay 
Give the Game a Star Rating in the Storefront 
Invite Friends to play through Facebook 
Invite Friends through E-Mail 
Write a Review in the Storefront 
Discuss the Game on the Forumns 
Post a Video of Gameplay Footage 
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Acquisition 


Reasons Mobile Gamers Download Mobile Games 


Cost 
Game Genre 
Playing the Lite or Free Version First 
Friend Recommendation 
Graphical Quality 
User Reviews 
Known Brand 
Heard People Talking About the Game 
Star Rating in App Store or Google Play Store 
Seeing a Video of Gameplay 
Screenshots in the App Description 
Being Near the Top of the Download Charts 
Published Reviews 


Art Style 
Being a Featured App 
Game Name 
Control Input Method 
Being Part of an Existing Gaming Franchise 
Attractive App Icon 
Advertisements in Magazines 
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D i g i ta l Storefronts 
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Console Storefronts 



Wii Shop 
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D i g i ta l Releases 


Digital and Retail Console Games Over Time 
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Hard Currency 


8th Gen Launch Titles using Hard Currency 
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Xbox One 
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Game Effecting DLC 
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Game Effecting DLC 


Game-Effecting DLC Prevalence removing Music Games 

All PS3 & Xbox 360 Platform Titles 
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Game Effecting DLC 


Average Quantity of Paid Game-Effecting DLC per Game 

All PS3 & Xbox 360 Platform Titles 
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Mobile Monetization 


NA Mobile Gaming Revenue by Monetization Type 



■ In-App Purchase ■ Premium 

Source: EEDAR Mobile Report 2013 
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Mobile Monetization 
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Mobile Monetization 


People that spend more money on mobile games 
spend more money in mobile games. 


Source: EEDAR Mobile Report 2013 
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Hard Drives 


Average Size of Console DLC in KB 
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Internet Penetration 


Internet Penetration in North America 

As of June 30th, 2012 


North America 








Connected to Facebook: 52.! 
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: The Quality Threshold 


86% of console owners will only consider purchasing DLC if a game has an average 

review score over 80. 






Source: EEDAR Deconstructing DLC Survey 
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Game Quality 


Ave. 3 Month [Unit Sales] by [Review Score] 

All Retail 6th, 7th and 8th Generation Console, Handheld and PC Platform Games in the U.S.A 

Platform Launch through [December 2013] 
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Game Quality 


Ave. 3 Month [Unit Sales] by [Review Score] 

All [U.S.] [Retail] [360, PS3, PS4, Wii, WiiU, XB1] games [Combined Editions] 
Platform Launch through [December 2013] 


1,200,000 

1,000,000 

800,000 

600,000 

400.000 

200.000 

0 







i 

90 games 




























767 games 



584 games 

^ 

620 games 

984 games 

1192 games 





<50 50 to 59 60 to 69 70 to 79 



80 to 89 90 to 100 

Source: The NPD Group & EEDAR 

CDNTEXT IS EVERYTHING • 




Game Quality 
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Game Quality 


Ave. 3 Month [Unit Sales] by [Review Score] 

All [U.S.] [Wii] games [Combined Editions] 
Platform Launch through [October 2007] 
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Game Quality 
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Game Quality 


Average Review Score 

Retail Console, Handheld & PC Title Releases in the USA 
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Game Quality 


Average Review Score 

Retail Console Title Releases in the USA 
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G □ i n g Big 


There are so many games out there... 

That if your game isn't really good... 

AND doesn't spend a lot marketing... 
Nobody hears about it... 

Which means that nobody buys it. 
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In-Stdre Advertising 
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Top 5 Video Games by Quantity of In-Store Promotions 

[Best Buy, GameStop, Target, Toys R Us, Walmart] [2012] [USA] 
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Top 5 Video Games by Quantity of In-Store & Website Promotions 

[Best Buy, GameStop, Target, Toys R Us, Walmart] [2013] [USA] 


Call of Duty: Ghosts 




Battlefield 4 




Disney Infinity 

Source: EEDAR 
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Top 5 Video Games by Quantity of In-Store (+Website*) Promotions 

[Best Buy, GameStop, Target, Toys R Us, Walmart] [USA] 



2010 2011 2012 2013 

Source: EEDAR 
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Source: EEDAR 
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In-Store + Website Promotions 


Direct Media S 


General Entertainment 
Action 

Social & Economic Simulation 
Shooter 
Role Playing Games 
Sports 
Racing 
Narrative 
Strategy 
Skill & Chance 
Arcade 
Music & Rhythm 
Fighting 
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Source: EEDAR, Nielsen Monitor-Plus 
Region: USA Period: 2005 through 2012 

Sample: Physical/Retail, 7 th Gen, 8 th Gen, PC 
Units: Distinct Titles, Spend in Millions 



75% Revenue 


END S HARE 


9 . 3 % 

OF RETAIL TITLES 
ACCOUNT FOR 

75 % 

OF DIRECT MEDIA 
SPEND SINCE 2005. 
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Retail Revenue Title Share 
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Source: EEDAR, The NPD Group 
Region: USA Period: 2005 through 2012 

Sample: Physical/Retail, 7 th Gen, 8 th Gen, PC 
Units: Distinct Titles, Revenue in Billions 


Total Quantity of Titles 
75% Revenue ■ 25% Revenue 


1200 


12 . 5 % 

OF RETAIL TITLES 
HAVE GENERATED 

75 % 

OF RETAIL REVENUE 
SINCE 2005. 
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Market Leaders 


Video games have seen market leaders emerge 

within each gaming vertical, 

With the top few titles earning the lion's share 
of the revenue generated within that vertical. 
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Market Share Leaders 


PC F2P Shooters 

Western Market Share by DAU 



Team Fortress 2 


■ Planetside 2 ■ Warframe 


■ Crossfire ■ Other 


Source: EEDAR 
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Market Share Leaders 


PC F2P Mechanized Shooters 

Western Market Share by DAU 



World of Tanks 


■ Team Fortress 2 


■ Warthunder ■ Planetside 2 ■ Warframe 


■ Crossfire ■ Other 

Source: EEDAR 
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Market Share Leaders 


PC F2P MOBA 

Worldwide by MAU 



League of Legends ■ Dota 2 ■ Other 


Source: EEDAR 
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Market Share Leaders 
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Market Share Leaders 


Retail Console/PC Shooters 

US Market by 2YR Unit Sales 



Call of Duty ■ Halo ■ Battlefield 


■ Borderlands ■ Other 


Source: The NPD Group & EEDAR 
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Market Share Leaders 
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Halo 


■ CoD H Battlefield WoW 


Source: The NPD Group & EEDAR 
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Market Share Leaders 


80 

70 

60 

50 

40 

30 

20 

10 


PC Destinations by MAUs in 2013 


Battle.net 




Steam 

Source: EEDAR 
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E-S PD RTS 


Concurrent Viewership Peak 
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Concurrent Peak ■ Total Views 
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League of Legends S3 Finals World Cup 2010 Finals Spain vs Netherlands 


Source: EEDAR 
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Thanks For Coming 


Awesome Video Game Data 



Geoffrey Zatkin 


Founder 


gzatkinQeedar . com 
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This deck is for internal use to the disclosed recipient only; this is not a license to 
distribute or in any way publish any supplied material. 


If you are media, please contact EEDAR PR ( pr@eedar.com ) for permission to 
publish excerpts of any material included in this .pdf. 

The data here is macro trending data; individual genres, platforms, brands, etc. 
often perform differently than an amalgamation of all industry games. If you 
have questions about how games like "your game" perform, please reach out to 
us at EEDAR ( info@eedar.com ) - game industry research is what we do. 
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